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A. General Information

A.1. Description of the unit

The MEFHISTO MODULARZEXCLUSIVE/MUNCHEN - AMSTERDAM is built = as
are all the chess=computers of the MEFHISTO family = to allow

the unit to be completely disassembled. The MEFHISTO MODULAR/
EXCLUSIVE/MUNCHEN consists of easily exchangeable parts which
enable the user to upgrade the unit at any time. It is therefore
a simple affair to fit your MEFHISTO MODULARy EXCLUSIVE or
MUNCHEN with an AMSTERDAM=module. This manuval therefore applies
to these unitss which are to be upgraded with an AMSTERDAM=-
module. Getting back to the componente of which MEFHISTO is
built: the first part is the sensor=board with an LED (Light
Fmitting Diode) in each square. These LED’s Light when indicating
moves. Hidden beneath the boardr but nevertheless importanty are
the sensors. You will have noticedr whilst unpacking your
MEFHISTD, that the pieces have a magnetic base. These magnets are
detected by the sensors and enable MEFHISTO to register that a
piece has just been moved.

Your MEFHISTD is fitted in a housing with a mains adapter sockety
an on/off switch and three module bays. The MEFHISTO AMSTERDAM is
designed for mains supply through the processor module onlyy

i.e. the on/off switch does not operate.

You can see the three module bays if you pull open the drawer at
the front of MEPHISTO (MODULAR does not have a drawer). One bay
is occupied by the kewboard with 18 keysy using which you can
give MEFHISTO high=Level instructions (entering moves via the
kewyboard is unnecessary). The next module contains the display.
Using this you can monitor the computer’s analysis procedure

©.9. which move is being consideredy how much time has been taken
for the game and how many possible moves MEFHISTO has analysed
ahead.,

The third module contains the chess=program with which MEFHISTO
von ite titles at the Microcomputer Chess World Championship. We
expect that by now you will want to know how Jou can take wyour
MEFHISTO apart. First of all you must disconnect MEPHISTO. Then
pull out the drawer (disregard instructions concerning draver 1
you own a MODULAR) as far as it will go. If wou then bend the
plastic rim (on the top right hand side of the drawer) outwards»
you will be able to tip the drawer framework upwards. After this
the modules can be pulled from their bayss or pushed into place.
When inserting the modulesy make sure that they slot firmly into
place = you should feel them Lock in. Only when the modules are
correctly in place will wou be able to fold the draver framework

back to its original position.

As wyou will have noticedy there is an adapter socket on the Left
lower side of the program module. Use this and not the socket

on the side of the board (note that the switch is now also
without function).



Finalluy wyou will find two "“"holes" in MEFPHISTO’s casing on the
left=hand side. The foremost contains the on/off switch (switch
forwvards = ony switch to the rear = off). The second hole is for
the mains adapter jackplug. These parts are not used with the
AMSTERDAM modules.

Flease wuse only the mains adapter designed for the computer.
Using any other adapter could damage the costly electronic
circuitry inside gyour MEFHISTO.

A.2. Advantages of the MODULAR CONCEPT

Mosl peopley at least in Europes are right=handedy a fact which
has influenced the design of most devicesr including chessg=
compulters. Not so with the MEFHISTO chess=computers.

Woubed youw Like to have the keuboard on the lLeft and the display
on the right? No problem at all = go ahead and swap the modules
round. You can even experiment and exchange the modules until
you find the combination which suits you best both optically and
for wuse. There is onlyd one restriction: all the modules

mustlt remain in the computer and you can only swap them when the
unit is switched off. Dtherwvise your MEFHISTO could heave a
hefty sigh and resign = which could mean an expensive repair for

you. We recommend that gyou insert the program module on the Left
side to avoid the mains Llead getting in the way. If you want to
use any other modules in Jour set» vuse the appropriate adapter
and the socket of the side of the board. The advantages of the
MODUL.AR CONCEFT are naturally not Limited to the positioning of
the modules aloned future technical improvementss such as better
programsy faster microprocessors or better displaysy can be
simply built in to the unit by the owner.

In this wayy your MEFHISTO is equipt to keep pace with the most
modern and powerful chess=computers of the future.

BE. Getting started

B.1. Preparation for a game

The components of your MEFHISTO should first be fitted together.
Then connect the mains adapter plug to the mains power supply
and the small round plug to MEFHISTO’s socket in the processor
module.

The chessmen are naturally an important part of chess. You should
set them up = white pieces from Al to H1 and A2 to H2 = before
you switch MEFHISTO on. An alternative solution to this is
explained in section K.4. (exchanging sides without turning the
oard around) .



B.2. Setting up for a game

Immediately after Plugging in and connectings you will see if you
have incorrectly placed a Piece on a square or not. Should a
piece not be in the middle of (ts squarer its LED will bLink
madly and demand corrective action. After thisy the word WPLAY#H
will appear in the display to tell you that MEFHISTO is now ready
to play.

If gou don’t wish to change the plaging level (see chapter
D.1.) then MEFPHISTO will set itself to play with an average of
10 seconds thinking time for each move. This plaging Level

(LE 2)isg automatically set when the unit is switched ony or
vhen a new game is started by pressing both "RES" keys
simultaneously.

BE.3. Making moves

We are ready to start! Lift up the piece which you wish to move
and Jou will see that the LED in that square will begin to
BlLink. As soon as you place the piece on its destination squarey
the LED there will momentarily Light = MEPHISTO has just accepted
Your move. At the same timer the display will change. MEFPHISTO
has moved from the standby phases in which it waited for gour
moves into the analysis phasesy in which it considers its own
moves. Let’s forget the display for a moment. The only important
thing isy» that the display is flashing at a rate of once per
second. You therefore can’t mistaken the anlysis phase (flashing
display) for the standby phase (calm display).

The moment the computer finds a countermover it sounds a double
"beep" and two LED’S in two squares begin to flash. MEFHISTO is
telling wou which move it vants to make. The move is simultan=
eously shown in the display (eqg.HGBF&H). lon’t be surprised if
at some time 3 dots appear between the individual characters.
This means that MEFHISTO wants to tell you something else too =
You can find out exactly whaty in sections H4 and HS

Make the move that MEFHISTO is showing you in the same wawy as
before. If you make the move correctlyr the LEDN’s in both
squares will be turned off.

It is important that you Lift the piece from
it’s Llocation and place it on its designation
square = don’t slide the piece across the board.

= Otherwise the following will happen: e.g. you want to move a
Rook from Al to DIl and slide it across the board. The sensor
under square Al correctly registers that the Rook has been moved.
The sensor under Bl detects the passing Rook and registers this
as the destination to the computers i.e. Rook from Al to Eil.,
wvhich you didn’t want. To make the affair easierr Lift the Pieces
whilst moving them and the computer will be happy.



BE.4. Illegal moves

You won’t be able to cheat MEFHISTO by making an illegal move.

A single beep will tell you that you have broken the interm=-
national chess=rules. HErri# will also appear in the display

to let you know you have made a mistake and all you can do is
take the move back again and continue to play with a Legal move.
The HErrl# in the display will disappear once you make a Llegal
move .

B.5. Alternative moves

It can sometimes happen that gou don’t particularly Like a move
vhich MEPHISTO wants to makey or that it was played in a recent
gamey or it is basically just too strong. We can soon change
thisi don’t execute the move on the board - instead key in ™CL"
and ">0". This blocks the move for MEPHISTO and the computer
has to find the next-best alternative.

A real chess=computer expert can use this feature to List all
the possible continuations (with position evaluations) for a
certain position. This feature is especially interesting for
analysing various positions (see "Position evaluation"s Ha 2:)4
The same Key combination "CL"™ and ">0" can also be used in

the openings Library (see chapter K. 6.) to explore one or
several alternative moves. Should MEFHISTO fail to find another
stored opening move in its lLibraryy it will start to analyse the
position instead.

C. Communicating with the computer

C.1. Advantages of the new dialogue system

When you play ¢hessy you want to (and should!') concentrate on
the game completely. That’s why the MEFHISTO AMSTERDAM vas
designed to let you play undisturbed without having to operate
the computer (apart from moving the pieces and setting the
levels at the beginning of the game).

If howevers you wish to do more with MEFHISTO e.g9. monitor its
analysis procedurer solve chess problems etc. you have the means
to do this. To enable wou to understand these features properly
MEFHISTO offers a new dialogue sustem which divides all the
functions into five logical groups. This dialogue system was
firet used in MEPHISTO III’s programr written by E. Henne and T.
Nitsche.



luring the game yYou can see whose move it is by Looking at the
display’ when it is MEFHISTO’s turn (analusis phase) the display
flashesy when it is wour turn (standby phase) the display remains
calm. You should try to remember this for Later on.

C.2. The five operation modes

You have alreaduy used one of the five functions (modes) without
having examined it properlysy namely the FLAY modey which as the
name indicatesy is the mode in which the game is normally
conducted. The following table shows you which modes are
availabley what thew enable you to do and how to set them.

Mode Meaning Kew Ref. chapter

FL.AY Making moves "CL"or B.2...B.4
normal game switch on and E

l.LEVEL Selection and checking "LEV™ (%) D and K

of skill=Levelsr selec=
tion of special functions

FOSITION Enteringr checking and "POS' (%) F
changing of positions

MEMORY Taking=back of moves:y "MEM" (%) G
replaying games

INFOR= Monitoring of analusis “INFO™ H and I
MATTON procedurer chess clocky
obtaining information

The asterisk (%) means that these modes c¢an only be set in the
standby phase. The Letters in the Last column tell you where you
can find more detailed information in the manual.

C.3. Dther features

Should wou at some time get the feeling that the MEFHISTO is
taking too Long to make a mover Y4ou can force it to play the
best move found so far by pressing the "ENT"™ key. Similarlyy
should you fail to find a good move when it is Your turn 4you can
Llet MEPHISTO think for 4ou by pressing the "ENT™ kewy.



Ifs howevers you make use of this featurer you have to continue
(after playing your move) by pressing "ENT" again to tell the
computer to continue playing for itself and not for you. If you
forget to do thiss then gyou will have changed sides and = if you
vant = can continue playing for the other side. If you wish to
plag with black at the beginning of a game then press "ENT"™ as
hefore and MEFPHISTO will play with white.

The meaning of the other keds is discussed in lLater sections as
their operation concerns specific functions.

D. Selection of plaving=levels (LEVEL wmode)

D.1. Changing playing=Levels

As you already knows MEFHISTO avtomatically sets itself to play
at Level 2 when swvitched on. You also know that MEFHISTO then
needs approximately 10 seconds analuysis time to make a move.
Furthermorer wyou read in chapter C.2. that you can change the
playing Llevel with the "LEV"™ key and as such you know almost
all there is to know.

If gyou press the "LEV"™ key during the standby phase then

HLE 28 will appear in the display to confirm that the computer
has auvtomatically set Level 2 (as it should when switched on). To
¢hange the Llevel press the appropriate number key (e.g."ES")
and you will see HLE S# appear in the display. Fress “"ENT" to
confirm that this is the level you wish to play at."ENT" isr by
the wayr an abbreviation of "Enter'"y which in computer jargons
means nothing more than that you wish to enter or confirm an
instruction. Once wyou have confirmed the selected playing=lLevel
the word HFLAYH# will appear in the display and you can start
the game.

D.2. The meaning of the playing levels

By now you will want to know what the numbers of the different
plagying Llevelsy which you have just Llearned to changer actually
mean. First of ally it ought to be said that computers have the
same problems as humans. The more time you have to thinks the
more chance there is that you will find a good move. For this
reason it would be unjustified to expect wonders from MEFHISTO
wvhilst it is set to a lower and thus quicker plaging Levelys
especially vhen you have the unfair advantage of allowing
yourself more thinking=time than you allow MEFHISTO.



What exactly gyou can expect as far as plaging skill and average
response time are concerneds is shown in the following table.

l.evel Meaning Iisplay Average time to move
Level © Beginners Llevel HLE O#H approx. 3 seconds
Level 1 Blitzgames H#LE 1# approx. 5 seconds
Level 2 Standard Level #LE 28 approx. 10 seconds
Level 3 Fast game 1 HLE 3# approx. 30 seconds
Level 4 Fast game 2 HLE 4# approx. 1 minute
Level § Fast game 3 HLE SH approx. 2 minutes
Level 6 Tournament Level HLE 6#H 40 moves in 2 hours
Level 7 Freset total time #HLE 7# according to setting
Level 8 Av. time per move HLE 8H according to setting
Level 9 Correspondence chessHLE 9# infinite

A general note: the stated times per move are only average times
and can occasionally be much Longer.

Don”t think that your computer is idling the time away whilst you
are looking for a good move. MEFHISTD doesn’t take a break but
analyses further in this time. This operation suystem is called
"permanent brain" by the experts.

Let’s get back to playing Levels 7...9. As you can see from the
tabley you can set the total time Limit for a game whilst in
level 7. This means that Level 7 is ideal for "BlLitzgames".
MEFHISTO sees the time remaining in a game and uses 1/40th of the
remaining time as a guideline for its next move. Setting the game
time is quite simple and works in the following way:

Key Display Meaning
"LEVU™ #HLE 28 Enter LEVEL mode
ng7z" #HLE 7# Set level 7
“ENT™ #H == Requests input of hours
"0+ 0" #H 00% Enters zero hours

"ENT™ M —-=# Requests input of minutes
">0"+"ES" #M OSH Enters five minutes
"ENT"™ HS —=# Requests input of seconds
H>0M+mOn #S 00% Enters zero seconds
"ENT™ #PLAYH Ready to start

You must be careful here to take account of the time needed to
move the pieces. For exampley if (as in the example above) wyou
vant to play a game in 5 minutes against MEPHISTO» wgyou should
enter an extra minute (i.e. & minutes) even if the pieces are to
be moved quickly because otherwise the lLast moves will be plaved
in zero secondsy which naturally would be impossible.
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In comparison to all the other levelsy level 7 has a so=called
countdown mode i.e. the thinking time is counted down to zero.

In addition the normal four=time chess=clock remains active and
can be controlled with "INFO"™ and "“"B2"™ as described in secw-

tion I. Should you exceed the permitted thinking time (would mean
loss of the game) MEFHISTO will complain with #TIME#. Don’t
vorrgy dJou can still continue the playy after all chess is just a
game .

The time setting in Level 8 is achieved in the same way as in
this exampley except that the instruction for the average time
given to make a move by the computer has to be entered. For
examplel 40 moves in 2 1/2 hours would give an average response
time of 3 minutes and 45 seconds per move. If you Leave
approximately 10 seconds to actually carry out the mover then you
can play with a time=setting of 3 minutes 35 seconds.

It remains to explain the correspondence chess Levelsy lLevel 9.
In this level MEFHISTO will not indicate a move until 4you press
the "ENT" kewy. You can therefore occupy your electronic chess
companion for days with a complicated analusis of a position.

E. Playing chess with MEPHISTO (PLAY mode)

E.1. Standby phase

luring the standby phase indicated by the calm display i.e. at
the beginning of a game or when it is your mover Yyou can give
MEFHISTO a variety of instructions. Should you be unsure during
this phase» whether you have left another mode correctly or not
(see respective chapter) you only need to press the "CL"™ key
and WPLAYH will appear in the displayr asking you to continue
vith the game.

E.2. Analysis phase

You can tell by the flashing display (or the "rotation display'=
see section H) that MEPHISTO is in its analysis phase. During
this phase wou can not change the playing lLevels change positions
or take back moves of the game. You can however enter the
INFORMATION mode (section H). You can also terminate the analw=
ysis phase at any time by pressing the "ENT" key. In this case
the best move found up until the moment "ENT" was pressed is
shown on the board and in the display. But this is nothing new.
If three dots appear between the individual charactersy then
MEFHISTO has a message for dyou (see sections H.4. and H.5.).



E.3. Making moves

Normal moves: It is important = as previously mentioned = that
the pieces are Lifted and then placed = and not slid across the
board. As Long as wou have only Lifted a piece up (i.e. not
placed) you can replace it again without consequence. The rule
"once touchedy a piece must be played" can therefore be dis=
regarded. As soon as you have placed a piece on its destination
squares the move is registered and MEPHISTO starts to "think".
Taking the move back again is only possible in the way descr ibed
in the respective section.

Should wou accidentally knock a piece overy the LED in the square
from where it came will blink as lLong as Jou are in the standby
phase. Merely place the piece back on its square and peace will
be restored. During the analysis phase MEPHISTO will first play
its mover and then flash the locating square as before. Place the
piece back on its square as before. If you know where the piece
belongs and put it back before MEFHISTO indicates an error then
all is fine and well.

Capturing moves: When a piece is capturedr remove it first and
then place the capturing piece on the correct square. This
appl ies to both your moves and those of the computer.

En=passant moves: The same applies to these as with capturing
mowves.

Castling: When castling it is vital = as in the official rules
of chess = that you first move your King and then your Rook.
Otherwise MEPHISTO will assume 4Jou are merely moving Jour Rook.
When MEFHISTO is castling the location LED’s for the Rook will
flash after you have moved the King.

Pawen promotion: If one of your Pawns reaches the opposite side
of the board then you are entitled - as is commonly known = to
exchange it for a piece of Jour own choice (except a King).
MEFHISTO informs 4ou of a possible promotion by displading
HPr—-=#. AlLL 4you have to do is press the appropriate keu (e.g.
"C3" = Knighty "D4"™ = EBishopr "ES"™ = Rookr "Fé&" = Queen)

which causes the Lines in the display to be replaced by the
selected piece’s symbol. Press "ENT" to confirm your choice.
From then on MEPHISTO "knows" that the Fawn is no longer a Pawn
but e.g. a Queen. If one of MEFHISTO’s FPawns reaches the opposite
sidey the piece desired will be indicated in the displayy e.g.
HPr d® means that MEFHISTO wants to exchange the Fawn for a
Queen. Replace the piece and carry on playing.

Taking moves back: You can take back any number of moves in the
standby phase by simply playing them in reverse. Of courser
captured pieces must be restored to the board. You should only
vuse this method to take moves back if you have the moves firmly
in mind or have written them down. Another possible way is
explained in section G.1.



F. Entering and changing positions (POSITION mode)

Fu.l. Verifying a position

Sometimes it is necessary to check a position on the board or
you may have accidentally knocked some of the chessmen over.
Thanks to your MEFHISTO this doesn’t mean that you have to start
all over again. You can c¢heck the position on the board at any
time during the standby phase i.e. when it is your move. To do
this press the "P0S" key once to enter the FPOSITION mode. The
computer then displadys HPOS #. Simply press the "POS™ key
again. Each time you press the keyr the position of a different
piece is shown along with its suymbol in the display. As a test,
set up the pieces as for the start of a game and check their
Locations. The following table tells you which symbols are used
in the display to indicate which pieces.

F.l.a. Table of chessmen symbols

E = white King - E = black King
d = white Rueen _ d = black Queen
r = white Rook —-r' = black Rook

|

L = white Bishop = L = black Bishop
§ = white Knight — § = black Knight
b = white Fawn - b

= black Fawn

As you can see for yourselfr the black pieces are distinguished
from the white ones by a minus sign in front of the symbol. You
will also see that after checking the Last piece "FOS" will
appear in the display again = to tell you that the verification
is complete (all pieces checked).

F.1.b. Return to PLAY mode

After completing your position verification and after the word
HFOS ® has reappeared in the displayr press "CL" to return to
FLAY modey i.e. to continue with the game. If a piece is missing
from the board or is incorrectly locatedr gyou must of course
correct the error. #PLAYH in the display tells you again that
MEFHISTO is ready to plawy. You can end the position check
procedure at ang time by pressing "CL"™ twice.HPOS # will

first be displagded and then HPLAYH.
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F.2. Entering a position

F.2.a. Clearing the board

The initial position (White Al=H1lys A2=H2 and EBlack A7=H7s A8B=HB8)
is automatically stored in MEPHISTO at the start of a game. In
order to enter a particular position e.9. for solving chess
problemsy it is first necessary to clear the board. It isn’t
enough to just remove the pieces = as wyou can see from a position,
verification for yourself.

You have to tell the memory in your computer that nothing =

but nothing = is on the sensor board. Do this by pressing "P0OS"
(HPOS ® appears in the display). Then press "ENT" and the
computer will ask you whether wyou really want to clear the board
by displaying HCL ?#. Changed your mind? =~ press "CL™ and
everything remains as it was. But you wanted to enter a certain
chess positiony so press "ENT" again boldly and the board is
cleared in MEFHISTO’s memory. To confirm that "the deed is done"
H K==# will appear in the display a suymbol for the white King
(which is no Longer there).

F.2.b. Entering a position

The advantages of MEFHISTO’s new dialogue system become parte=
icularly apparent when entering a position. You will see for
Jourself how easy it can be. We have selected (more or Lless for
training purposes) a chess problem by Otto Dehler (see diagram).

The symbol for White’s King is still
in the display (from the previous
section). Simply place White’s King
on square C.2.

- N W s O N

a bcde t g h

Mate in 3 moves

The display changes to # d==#. As White’s Queen is not needed
in this problem press "ENT" to let MEFHISTO know this. White'’s
Rooks and Bishops are also not needed so "ENT" must be pressed
again twice. A white Knight is placed on D3 but the display
continues to show # S==#. We don’t need the other Knight so
press "ENT" once more. Using the same keysr tell MEFHISTO that
white Fawns are also not on the board.



Nexty MEFHISTO starts to ask about the black pieces (remember

the extra minus sign'!). As you already know how the system works:
ve'll keep the instructions to a minimum: place Black’s King on
A2y "ENT"™ (no black Queen)s"ENT" (no black Rook)s "ENT" (no
black Bishop)s "ENT" (no black Knight)y place black Fawn on A3»
"ENT" (no other black Fawns).

After the Last "ENT"™ inputy MEFHISTO reminds you to verifuy the
entire position just to be surer by displaying #POS #.

o the computer a favour and repeatedly press the "P0OS" key to
see if everything is right. One c¢anr by the wayr also watch the
respective LED’s on the board lLight up for each consecutive
piece checked. When you get back to #POS Hin the display you
can go on to solving the problem by pressing "CL"™. Ry
displaying H#PLAYH MEFHISTO invites you to give it the green
Light by pressing "ENT".

There issy howevery another method to enter a position. Let your
computer be a computer and set up the pieces as desired on the
sensor board of gour MEFPHISTOy The only thing that is important
is that the unit is in the standby phase. When all the pieces
are in the right places press "FPOS"™ and then "ENT"™. The
computer responds with HCL ?# to ask if you’re certain that

you want to clear the board.

Fress "ENT" to confirm. In the same order as beforer Lift the
pieces being asked for (LEDl flashes) and replace it on its
location (LED switches off). Missing pieces are ignored with
"ENT"™. When finished it is advisable to conduct a position
verification as before.

On a general noter we recommend that you use the respective
special function (section K.3) when solving chess problems.

F.2.c. Choice of colour

After a position has been enteredy it is normally White’s turn to
play. If you want to change thisr» whatever the reason» key in the
following succession of instructions after entering the position
i.0. when #PLAYH is back in the display:

"POS"y "9 Fosition modey Black to move
"ENT™ Confirmation of instruction
el 4 B Return to FLAY mode. Black to move

Keging=in "POS"» ">0"y "ENT"» "CL"™ results in it being
White’s move. In both cases MEFHISTO will make the first move if
you press "ENT" again. ‘



F.3. Changing a position
F.3.a. Entering additional pieces

You will definitely wish at some times, that you had a few pieces
more on the board than your electronic sparring=partner. The
possibility to do this is not merely there to enable peaceful
armaments but also to analyze chess problems with extra pieces
wihtuut causing extra difficulties.

Let’s go back to the chess problem described in the previous
section. If a black Rishop were at G5y the situation would be
entirely different.

So Llet’s set up the pieces where we want them. Next we have to
tell MEPHISTO that something has changed. You will have suspected
that this means going back into the POSITION mode:

"POS" Change to FOSITION mode
g EBlack piece

"n4™ Bishop

"G7"y™ES" Square co=ordinates of G5
UENT™ Confirm input

nglL™ Return to FLAY mode

If you wanty you can run a position check with "POS"™ between
the lLlast two stages of the procedure. What you can not do is»
bend the rules of chess when introducing pieces to the board.

MEPHISTO won’t allow you to have more than one King of each
colour. Also disallowed: placing Pawns on the back ranks or
having more than eight Fawns of one colour. Try it anyway =
MEFPHISTO will protest with HERR3# or HERR4A# in the display.

The lLatter will also appear if wyou try (in the face of being
defeated') to remove your King from the board. With that we are
now readdy for the next section.

F.3.b. Removing pieces

Removing a piece from the board is basically the same as
introducing it as an additional piece = except that we place a
space on the square concerned. Sounds complicated? Wait and seer
and remember Otto Dehler’s chess problem from the previous
sections. We added an extra Bishopr which we will now remove
againy as follows:

"FOS™ Change to FOSITION Mode

bk Ao Black piece

- Key with no symbol = space (no piece)
"G7"s "ES"™ Space on 65

VENT™ Confirm input

"cL" Return to FLAY mode



If you don’t want to believe usy run a position check. You can
remove each piece with a space (key "A1"™) in the way described.

G. MEMORY mode

G.1. Taking moves back

MEPHISTO’s built=in memory enables 4Jou to recall moves or

even entire games as long as yvou haven’t started a new gamer
gwitched the unit off or used the clear=board function. The
MEMORY mode is set using the "MEM"=key (during the standby
phase) which causes the name of the mode ("MEMO") to appear in
the display. Using the "<9" keyr you c¢an recall any number of
moves of a game in reverse = even going back to the beginning of
a game. The cursor on the key ("<9") pointing to the Lleft
indicates that you are practically scrolling back the game.
The move to be played backwards is displayed in reverse
notation with a dot between each character e.g. HE.4A.E.2.#

At the same timer the Location=LED’s flash to tell you how to
reverse the move. Should the LED’s continue to blink after wyou
have made the mover then a piece which was captured originally
stood there. Ifr despite intensively combing Jour memorydr You
can’t remember what exactly stood on the square beforer you will
have to move into the FOSITION mode. To do thiss Leave the MEMORY
mode with “CL" and check the position of the pieces on the

board according to section F.l1. as mentioned before.

Having completed that procedure and returned to the FLAY modey
you can use the "MEM"™ and "<9" keus to continue to play back
towards the beginning of the game or use "ENT"™ to jump back
directly to the beginning.

MEFHISTD of course knows that gyou can’t go back further than the
beginning and it reminds you with #STA# that you are at the
start of the game.

You cany of courses interrupt the plauback routine at any time
with "CL". You can then make the next mover or Let MEFHISTO
take over by pressing "ENT".

In this way Jou can continue a game just plaged with a different
move from a particular position e.g. if you make a fatal error
and only discover the drastic consequences Later on.

G.2. Replaying a game

You ¢any of courser also play the individual moves forwards
whilst in the MEMORY moder the key with the cursor pointing to
the right (">0") is there for this purpose = obviouslyr you can
only page forwards as far as moves were previously taken back.



To remind you that you <an only go this far HEND# appears on
MEFPHISTO’s screen. When replaying a game you can return to the
FLAY mode at any time by pressing "CL"™ = even if wou haven’t
reached the end of the game.

G.3. Entering a sequence of moves

You can use the MEMORY mode for other purposes at the
begitnning ofr or duringr a game. One can enter (store) an
opening Line by simply making the moves for White and EBlack on
the board. Don’t forget to press the "MEM" key first though.

to continuey press "CL" to return to the PLAY mode.

The MEMORY mode is also excellent for analyzing games. One can
page backwards or forwards at any timer even when entering moves
manually. The original position can thus be retained at any
time.

G.4. Monitor mode

It is possible to set your MEFPHISTO to act as an absolutely
neutral referee in a game between two playerssy whilst recording
it at the same time. To do this enter the MEMORY mode with "MEM"
and play. Every move made thereafter is registered by the LED’s
in each square and by the display before "MEMO" reappears in the
display. Illegal moves will not be permitted by your computer
referee. To indicate such a movesy HERR1# appears in the display
and the lLast move must be taken back and the error=report cleared
from the display with "CL".

Using the keys with the cursorsy i.e. "<9" and ">0%y you may

page backwards and forwards as you Like. Should your partner Lose
interest in the game» MEPHISTO will gladly take over his side of
the board if you press "CL" and then “ENT".

H. INFORMATION mode

Rotation display mode

In contrast to the other modesy Jou can enter the INFORMATION
mode at any time during a game. In fact sometimesy as we will
see lLatery you must press the "INFO™ key.



The MEFHISTO MODULAR/ZEXCLUSIVE/MUNCHEN AMSTERDAM does nots as
opposed to the other MEFHISTO computersy show you the chess clock
automaticallys but instead displays the most important informa=
tion in rotation as follows:

proceeding thinking time

. 1 move of main=Lline

2 move of main=Lline

3 move of main=Line

Fosition evaluation of move so far selected
. as 1 (proceeding thinking time) etc.

D ik
k]

These pieces of information are displayed one after another at a
rate of one per second whilst MEFHISTO considers its next move.
It canrs by the wayr also occur that the computer will only

Lines H====# during the first three cuycles (stages) which means
that MEFHISTO has neither found a movey nor a suitable
countermove.

Give the computer a lLittle timey it will soon find something. In
the next sections we will explain what the important information
displaved to wou during the five cuycles actually means. We will
also show you how to get certain information in the display.

H.1. Main=Line

If wyou press the "INFO" key during MEFHISTO’s analysis phaser it
will show you the move it would make if wou stopped its analysis
and forced it to play. This move is also called "the first main=
Line move".

Fress the ">0" ked after MEPHISTO has revealed its move. You

will then see the move» which MEFHISTO anticipates Jou will make
after its move. This move is Logically called "the second
main=Line move". Fress the kew again to reveal the third
main=Line move i.e. MEPHISTO’s response to wour second main=Line
move. This can be extended further for quite a time if MEFHISTO
has had enough time to calculate (i.e. is in a higher playging lLew=
vel). A maximum of eight plys c¢an be shown. AS already mentioned:s
the computer will not always immediately reveal a move if it has
only just entered the analysis phase.

You <an of courser also page backwards through the main=Line
for which the "<9" kew c¢an be used. Fressing the "CL" key
will allow you to return to the rotation display mode at any
time.



Regardless of which display mode you selecty MEPHISTO remains
undeterred and registers that it has found its next move with a
"beep". The move is then displayed and simultaneously shown on
the board. When gyou have reached the analysis phase again = i.e.
vhen you have made Jour move = the rotation display mode is
restored. It is also possible to see the main=Line (the move
sequence expected by MEFHISTO) in the display during the

standby phase wusing the "INFO"™ and ">0"™ keys. One can then

play the move suggested or make an entirely different move and
you <can ignore the display in both cases.

H.2. Position evaluation

Evaluating the position on the board is well within the analysis
capabilities of MEFPHISTO. By pressing "INFO" and "Al" regard=
less of which phase or display cycle you are inr Yyou can persuade
MEFHISTO to evaluate the board position. A number will appear in
the displayr which represents the evaluation of the computer’s
present position» (.e. how good or bad this is. The evaluation is
generally expressed in Pawn=units. A negative prefix (=) means
that MEFHISTO sees itself at a disadvantage? no prefix means that
the computer gives its opponent Little chance of winning. Ifs for
exampley after pressing "INFO"™ and "Al1l"y the number #=1:508

is displayeds then MEFHITO has a disadvantage of 15 Fawn=units.
Other display possibilities in this respectr apart from a
position evaluationy which c¢an be displayed by the computers are
discussed in section H.S5.

H.3. Giving up a game

If MEPHISTO displadys the number H#=%2.99#% during a position eva=
luation then you can ¢redit the game to your account = the com=
puter has given up. Some chess enthusiasts regard values higher
than #=8.00# as a defeat for the unit. After ally a computer

can not defend itself if it is in this situation. Whateversy the
computer’s opponent ought to win from this position (provided

he doesn”t make a drastic mistake) as the computer’s position is
fairly hopeless with this value.

If the number H?.998% is displayedr then you might aswell
acknowledge MEFHISTO’s superiority and surrender. An objective
inspection of the position on the board will lead to the con=-
clusion that to carrgy on would be hopeless.

H.4. Advice on comments

We have already briefld mentioned in this manual thaty in cerw
tain situationsy MEPHISTO will insist on telling you something.
MEFHISTO indicates this to you decentlyyr by placing three dots
between the individual characters in the displayr (e.g.
HH.I.H.3#). In this case you should immediately key in "INFO"
and "A1"y which displays the position evaluation.



Should the evaluation be absolutely unnecessary (checkmate or
draw)s MEFHISTO will forgo displaying the evaluation and will
directly indicate the end of the game (see section H.3.). You can
call up additional comments by pressing the ">0" key after the
position evaluation. The meaning of the comments which can then
appear are explained in the next section. Note that it is also
poss ible that more than one comment may appear at the same time
(e.g. check and promo=~ tion).

After checking MEPHISTO’s comments you can either continue

plaving or can erase MEFHISTO'’s message with "CL"y which
returns you to the FLAY mode.

H.S5. Possible comments

Display Meaning

HSCH# Check

HMATH Checkmate

HPATTH Stalemate

HRESOH [Iraw because of S50=move rule

HRE3H Draw because of threefold repetition
HM28 aAnnouncing checkmate e.g. Mate in 2
HPrda Fromotion: e.g. into Queen

HEP#H Capturing en=passant

H#=9.998 MEFHISTO gives up the game

HTHEO# MEFHISTO is plaging from its opening Llibrary

(this comment c¢an be called upr as explainedr but
is not avutomatically shown)

No comment will appear ify especially in a low playing=Levely,
extremely gquick moves are made. Four Lines in the display indi~-
cate that MEFHISTO was in a hurry to play its move and didn’t
have sufficient time to make comments.

H.46. Depth of calculations branchr move counter

It is possibley not only to monitor which move MEFHISTO is pre=
sently considering to maker» but also how far it has proceeded
with its analuysis of a game. "Spying” in this way is possible
using the “"INFO" key. If you press “C3" after thisr you can
examine the analuysis parameters of wour computer» which means
nothing else than that you can see how many moves ahead MEFHISTO
has <alculatedy how many variations it has examined and how many
moves have been made in the game so far.



At this point we would Like to say a Little about how MEPHISTO
actually finds the moves it makes. In contrast to the majority of
other chess=computersy MEFHISTO does not analuyse all the
positions possible. With the so=called "brute force method" a
computer analyses everythingy including abolutely nonsensical
movesy which is not effective and can lead to a considerable
time=~Loss.

MEFHISTO"s A/R strategy operates in a different way. For the
first few plysy every possible continuation is analysedy
thereafter the computer will only analyse most promising moves
deeper found. You now understand why we gove MEFHISTO its
position evaluation feature. It needs this feature to be able to
distinguish between the "good" and "bad" moves and thus to reach
its objective quicker.

The first information displayed after "INFO" and "A3"™ tells

Jou the so~called minimum analysis depth. This reveals how "deep"
MEFHISTO has analysed in advancer using the brute=force method.
H#M O2#H means for example that all possible positions to a depth
of two plys have been analysed. Using the ">0"™ keys you can

peer deeper into the secrets of the AMSTERDAM program. What then
appears is the present branch number. This numbers with the
prefix "A"y reveals the number of the move presently being
analysed during the analysis phase from MEFHISTO'’s List of
possible moves. During the standby phases the branch number of
the Last move analysed is displayed.

This sounds complicated so allow us to explain it in a different
vay. MEFHISTO sorts the moves available using its intelligent
position evaluation system. After thiss it sets up a List of mo=
ves. Note that the move with the branch number 01 must not ne=-
cessarily be the one played. Time and time againr your chesg=
computer will select a move from further down in the List. You
can easily observe this by switching over = as just explained =
during the change of the first main=Line move to the display of a
branch number. The higher the displayed branch numbers the less
value MEFHISTO has given to this move = for the moment. Very high
branch numbers (e.g. 38 at 43 possible moves) probably indicate a
piece sacrifice. Thus MEFHISTO proves that it can change its

mind should it discover better moves.

Fress ">0" and MEFHISTO will show you the appropriate move
(just calculated) for the branch number displawved.

Fressing the ">0" key again will reveal MEFPHISTO’s selective
analysis depth. This shows the depth (number of pluys) which
MEFHISTO has reached in a game using its selective strategy. For
exampley if MEFPHISTO displays #S 198y then MEFHISTO has
selectively analused 19 plys deep. MEFHISTO analyses much deeper
than its human counterparts. If you still haven’t had enough
information 4You can press ">0"™ again to find out how many moves
have been made in the present game. This is especially marked
vith the prefix #nr # next to the number to avoid any
misunderstandings.



The same applies to the functions described here as for all the
functions in the INFORMATION mode: the display flashes during the
analysis phase and remains calm during the standby phase. You can
play your move or return to the FLAY mode with "CL"™ at any

time.

I. Four=time chess clock.

I.1. Thinking=time of the present move.

You can use gyour MEFHISTO as a chess=clock at any time during the
game. Using the key combination "INFO",» "B2" you can instruct

the computer to show the time it needed for its Last move (or is
still using). Continue with ">0" to display the proceeding time
for your move (or the time needed for your LlLast move).

I.2. Total thinking=time

Fressing the ">0" key again brings the Letters H#SUMN to the
displayy instructing the unit to show the total thinking=time.
The total time for MEFHISTO is the first displayed (1 x ">0")
and then (also in hours and minutes) your own total time (2 x
">0"). You can page backwards through all the four time
displays with the "<9"ked. The same applies again here = during
the analysis phase the time displayed flashes’? during the standby
phase the display is c¢alm. You can leave the chess=clock mode
either with "CL" (return to FLAY mode)or by playing a move (or
MEFHISTO plays a move) which avtomatically causes the clock to
disappear and switches the unit back to the FLAY mode.

K. Special functions

Your MEFHISTO has a number of additional special functions»
attainable in the LEVEL moder as already mentioned before. It is
important that MEFHISTO (s in the standby phase to enable access.
It is not vital that the special functions are set at the
beginning of a gamey it is also possible to set them during a
game or after entering a position.

Some special functions are automatically set on and some "off"
vhen the unit is switched on. Thereafter you have the possibility
to change the settingr as you will see.

K.l1. Automatic play

You can Let MEFHISTO play against itself auvtomatically without
having to actually make the moves for the computer. You can even
Lleave the chessmen away from the board. Your MEFHISTO will then
play a game against itself without you having to Lift a finger.

This avtomatic function is useful for the analysis of
complicated positions e.g. adjourned positions) = you must
howvever remember that Longer analysis times will be needed.



Having now whetted Your appetite to use the special functions
for 4your own purposess ve don’t wish to withhold explaining how
to set them any Longer.

To start you ought to be in the standby phase of the FLAY mode
and in the desired Plaving level (section D.1.). What follows
then is the dialogue printed below between you and your
computer.

Key Meaning Display
"LEY™ LLEVEL mode e.g. MLE2 #
"LEVY™ Automatic game (off) 8AU #
“"ENT™ Switch on automatic game HAU #
"Ly Start automatic game Rotation

display mode

The INFORMATION and MEMORY modes remain available to JOou even
during an avtomatic game. You can thus checks at any timer what
H4our computer is analysingy how long it has taken so far or Jou
can replay its moves.

You can Leave the auvtomatic mode with "ENT" at any time during
the analysis phase i.e. before a move is madey MEPHISTO will then
play the best move found until then and will Leave the other

side for you to playj the colour of the side depends on the

point in time at which Yyou interrupted. You can then carryg on
plaging normally and with all the other features (playing Level
selectiony taking=back of moves etc.) at your disposal.

K.2. Chess-instructor

This featurer unusual for chess=computers but very vsefulr was
primarily conceived for Llearners. MEPHISTO is Programmedy not to
exploit crass mistakes in order to mercilessly crush its
opponenty but first to generously indicate the mistake to the
beginner. As a ruleyr it is advisable to allow the computer
enough time in this mode both to make its own moves and to keep
an eye on yours. You should at Least be at playing level 2 in
order to use this feature optimallys You can activate the
chess=instructor feature as follows:

Key . Meaning Display
"LEY™ Level mode e.g.MLE 2H4
"LEY Automatic function (off) #AU #
“LEY"™ Chess=instructor Loft) BLE #
"ENT" Activate chess=instructor SLE #
neL FLAY mode BPLAYH



Note: combining the chess=instructor function with the automatic
mode is not possible. This would be nonsense anyway = why should
MEFHISTO warn itself against making weak moves?

K.2.a. Weak move warning

If during a game with the chess=instructor mode ony MEFHISTO
cons iders Jour last move to be somewhat thoughtless then it will
do the following after a short pause: 1) four beeps will be
soundedr 2) four question=marks will appear in the display
(H?22?278) to warn gyou of your weak move.

MEFHISTO then terminates its analusis proceedure and gives wyou
an opportunity to re~=examine Jour mover waiting helpfully and
patiently.

In the following question=and=answer routiner MEFHISTO will try
to explain to youy why it wasn’t so impressed with your lLast
move:

Kewy Meaning lisplay

Ll R e L L L L L e ———

"INFO™ Shows the movesy which would Countermove
punish you for your weak move.

e If in memordyr an entire Line Move=sequence
of moves can be displayedy which in main=Line
vould follow your weak move

"AL"™ Frints the resulting "damage" e.9.83.344
in the form of a position =
evaluation (see section H.2.).

ngz»- If MEFHISTO has had enough time Move
to find itr the computer will suggestion
show 4ou a better move.

n>o™ By scrolling forwardss you can see Move seq=
how the game could have continued uence in
after the suggested move main=Line

"cL" Cancels your weak move and shows Lt

(bLinking LED?s) how to take it
back. You can then (hopefully)
play a better move.

e

- . \.-I -



“ENT™ If you wish to insist on making Rotation
the move objected to by MEFHISTO play display
mode press"ENT"instead of"CL". The mode
computer carries on considering its
own move. The clock continues from
the point where MEFHISTO interrupted
its calculations.

K.2.b. Limits of the chess=instructor

As a ruler the chess=instructor can only warn the user against
drastic errors (e.g. capture of a piecey threatening checkmate)
(.. when the position evaluation drops by approx. 1.00 or more.
MEFPHISTO must also have completed an analusis phase. If the
computer is only allowed a short analysis timer it is possible
that a better move suggestion mad not be made. Despite ally the
learner will soon come to appreciate the use of the chess=
instructory even though can not analuse all the strategic details
poss ible.

K.2.c. Switching the chess=instructor off

Shoultd you have had enough of MEFHISTO’s directions during a
gamery yJou can turn the instructor off again during the standby
phase. The key sequence is as follows;

Keny Meaning Display
"LEV™ LEVEL mode €e.g9. HLE 2#
"LEVU"™ Automatic mode (off) #AU=-=#
ULEVU™ Chess=instructor (on) #LE #
"ENT™ Ieactivate chess=instructor BLE==#
"cL" FLAY mode on SFLAYH

You <an then continue to play without MEFHISTO’s advice. You will
have noticed by nowr that using the “LEV"™ kedsy you can page
through to the desired special function and switch this on (or
off) with "ENT". If two lLines appear behind the special

function symbol in the displayr then the function is switched
off. If the Lines are not theres the function is "on".

Use "CL"™ to return from the special function dialogue to the
FLAY mode. Try to remember the procedure for the following
sections.



K.3. Checkmate solutions (problem=solving).

This special function is designed to solve checkmate problems.
MEFHISTO searches for the shortest possible solution to the
problem. Normallys, mate~in=1 to mate~in=é solutions will be found
vithout much difficulty. Longer solutions (7 to 12 moves) may
also be found but are often impractical due to a shortage of
memory spacer or Jour patience (when MEFHISTO takes days to
analyse the position).

As a basic ruler gou should enter the position on the board (see
section F.2.) before setting the problem=Level. Then continue
as follows: press the "LEV"™ key a number of times until the
digsplay shows (with HPr=--=#) that the special function
"problem=Level" ig available. Then confirm that this is the
function you want to activate with "ENT" (#nr ?#) is
displayed). Next you have to tell the computer the number of
moves in which the checkmate is to be found. This is done by
setting the respective playing level i.e. lLevel 1 to 12 for
mate=in=1 to 12 movesr e.g. "LEV"™, "D4", "ENT"™ for

checkmate in four moves.

You <an deactivate the Froblem Level by setting a normal Flaying
level. During the use of the Froblem lLevel 4you can not use the
INFORMATION mode to investigate analysis procedure or to obtain
a position evaluation.

The AMSTERDAM program offers 4ou a new possiblyy namely to find
alternative solutions. A proper chess problem is normally only
alloved to have one solutionr otherwise it is considered to be
unsound. This feature is thus a very interesting one for chess
enthusiastsy who wish to search for a possible second solution.

Why not try (t out? = Let MEPHISTO solve the mate=in=3 problem
in section F.2.b. After a short time the reply 1.5d3=b4+ with
the checkmate announcement HM3H is displayed. Next press

"CL" and then ">0". The unit beeps and #no # appears. This

means that there (s no second solution. Otherwise the computer
vould show this and gou could repeat the procedure in the search
for other key moves (solutions).

K.4. Turning the board

Occasionallyy you will want to play with Black against MEFPHISTO
but wish to have the black piecesy the display and the keuboard
in front of you too. Using this special function you can turn
the "internal" c¢hess board around by 180 degrees and play with
Elack "from the bottom to the top". The markings on the board
arey of coursers no longer valid i.e. H8 is now at the bottom
Left of the board (which MEFHISTO automatically accounts for in
its displau).



Turn the board around as follows: press “LEV" until the display
shows #bd==#, meaning "board function available (off)". Switch
the function on with "ENT" and return to the FLAY mode with
"CL"™. You should naturally c¢hange the pieces on the board first
You may c¢ombine this function with other special functions.

K.5. Randomizer (best move)

Normally MEFHISTO will play its best mover i.e. with a certain
degree of certaintys given the same reflexion times it will alway
play the same move from a certain position. A randomizer is
available for thoser for whom this is too monotonous. MEFHISTO
will then randomly select another move from its List of moves
vith the same or similar evaluation. Of course this means the
computer will not always play quite as well. The randomizer is
activated using the special function dialogue again: press

"LEV"™ until the "best move function" is available

(automatically "on" = i.e. randomizer off) is displayed

(HBE #). The randomizer is then activitated with "ENT". Don’t

be put off by this unusual method of switching the function on.
"Best move function activated" is naturally the same as
"randomizer de-~activated" and vice versa. Combining this special
function with others is possible.

K.é6. Openings Library (theory openings)

MEFHISTO has a Large openings Library with approximately 3,000
variations or approx. 24,000 positions in the AMSTERDAM module.
This is where the computer gets its chess knowledge from at the
beginning of a game i.e. it doesn’t "invent" its own moves but
instead checks a tupe of catalogue to see if there are standard
moves in chess theory. You can switch this openings Library off
and watch how MEPHISTO plays its first moves without its stored
knowledge if you want. You know how to do this by now: The
de=activated openings Library is called up and shown in the
display with #TH==#. If the Lines are not theres the Library

is activated. Combining this function with others is possible.
Flease note that switching the Library off is only purposeful at
the beginning of a game.

In addition to thiss the MEFHISTO AMSTERDAM Module offers the
interesting possibility to pre=select certain opening=Linessy

or even to store your own variations in the memordy. The Latter
vill remain stored as lLong as the unit is switched on. Follow the
following guidelines to store (or pre-select) opening variations:



Key Meaning Display

“MEM"™ Activate MEMORY mode WMEMO#H
Make move for White HMEMO#H
on the board
Make move for Black HMEMO#H
on the board
etc. until the end of HMEMO#H
the variation

“"POS™y "MEM"and Store variation NSTAH
IIPOSII

You can enter further opening=Lines of wour own choice in the
same way. Approximately 200 moves can be stored. Undesired moves
can be taken back with "<9". It is possible to enter moves via
the Keuboard instead of the board.

To return to the FLAY mode simply press the "CL"key. MEFHISTO
will then display WPLAY#H indicating that it (s ready to play

and waiting for your instructions. MEFPHISTO will now play the
moves wou programmed it with and not those from its openings
Library. But transpositions into its own openings Library are of
course possible at any time.

K.7. Sound generator

In certain situations (e.g. when a move has been foundr when
input errors are made or when using the chess=instructor
function) your MEPHISTO will attract gour attention by beeping.
It is possible to switch the sound generator off if you wish to
play in silence. Fage through the special functions with "LEV"
until MTO # (tone on) is displayed and then de=-activate the
function with "ENT". Combining this function with others is
naturally possible. "CL" brings you back to FLAY modey as
usual.

K.8. Review of special functions

We wish to explain = one final time = the way in which Jou can
(de)activate the special functions. Remember» it is important
that MEFHISTO is in the standby phase. Don’t forget that wey the
manufacturersy have programmed the computer to set these (and
other) functions according to a certain pattern when switched on.
The following table shows these settings. Once the respective
special function has been selected (is available) it is switched
on (or off) with "ENT" depending on its previous state.

- D9 -



Just remember that thereafter you can return to the PLAY mode by
pressing the "CL"kew and you have understood the concept behind
the special function dialogue.

Notel once you have worked your way throuvgh the entire dialogue
with all the special functions you can return to the FLAY mode
again with "LEV".

Kewy Meaning Display
YLEY™ Activate LEVEL mode e.g.8LE 28
"LEV"™ Special function: auvtomatic play #AU==H

(set Toff?)

“"LEVU™ Special function: chess=instructor HLE==H#
(set "off?)

"LEV" Special function: problem Level WPr==§
(set "off’)
"LEV"™ Special function: turn the board #bd==#

(set Toff”?)

“LEVY"™ Special function: best move #bE #H
(set Ton?’)

"LEVY" Special function: theory openings #TH #H
(set "on?)

"LEV"™ Special function: sound generator #T0 #
(tone set "on'")

"LEV™ Return to FLAY mode SPLAY#H

L. Operation errors and corrective action

L.1. Input errors

There is a reasonable chance that at some time you will not
exactly agree with your MEPHISTO. e.g9. it may display MERR1#
vhen it is your turn to move or may suddenly make a move with a
piece you have Long since removed from the board. In the vast
majority of casess the error will not be due to a technical
fault in the computer.

Try to be tolerant and remain calm in such a situations making
an occasional mistake is only humany so assume first that wou

have made a mistake whilst operating the unit. We have Listed

some of the most common mistakes mader based on our experience
from various telephone calls and letters in the past:



Common mistakes:

1. Reading the display incorrectly (mistaking C for 6 and
9 for 6 etc).

2. Making a move during the computer’s analysis phase
(display still flashing).

3. Entering a set=up position without having first cleared
the board.

4. Analwysing positions on the board during the analysis phase.
Fieces then not returned to original Locations.

9. A piece is not properly located on its square: A flashing LED
to warn you of this is sometimes covered up by the piece.
Look down vertically onto the board.

6. DNespite all the warningsy a piece has been slid across the
sensor board and not Lifted from its Location and placed on
its destination square.

7« When castlings the Rook was moved first instead of the King:»
which stored a movement of the Rook onluy in the computer.

8. Trying to play a game with a problem level instead of a
playing level being selected.

Some errors are not immediately apparent and it can take a while
before MEFHISTO complains. The best thing to do in this case is
run a position verification (see section F.1.). If this doesn’t
helpy then play the game in reverse using the MEMORY mode
(section G.1.) = this mostly helps to find the ervror. From then
onys you can continue to play as 4vou originally intended. If you
have used our advice to no avail and are still convinced that the
mistake isn’t Jours then our service outlets will naturally help
you out and save the dad. If gJou can send a written copy of the
game in which the error occuredr you will help us Locate the
error more quicklyr and that means that you will get your
MEFHISTO back gquicker too.

L.2. Correcting errors

Mistakes don’t necessarily have to be serious ones. Sometimes yJou
may have just pressed the wrong key and want to correct this.

As Long as you were only changing instructions (e.g. plaging
Level change) and have not confirmed these with "ENT" you can

¢clear the undesired input with "CL" and then press the correct
Keu.

- Al



The instruction is not confirmed until you press "ENT". If
have made a mover which you didn’t really want to make and
MEFHISTO has then alreadd entered its analuysis phasery press

You

"ENT" to force MEFHISTO to playr make the move first and then

take the computer’s move back again. You can also take gour
mistaken move back and after that a friendly #PLAYH in the
display invites you to continue with the desired move.

M. MEPHISTO self=testing routine

Your MEFHISTO AMSTERDAM module has been carefully tested by
manufacturer. Should wour set still seem to contain a fault
despite our tests you can use the following test routine to
whether your MEPHISTO has a serious error.

Key Meaning Iisplay
NLEU™ Activate LEVEL mode #LE 24
“C3"y ™ENT" Enter plaging Level 3 #PLAY#H
"Pos*™ Activate FOSITION mode #FPOSH
"POS" Check position (Rook Al) #T AlH

LED in square Al flashes

2 x"CcL™ Return to FLAY mode HPLAY#H
“"MEM" Activate MEMORY mode SMEMOH

- Move Fawn F2 = F4 #MEMO#H

- e Move Fawn E7 = Eé #MEMOH

o o o Move Fawn G2 = G4 NMEMOH
"CcL" Return to FLAY mode WPLAYH
"ENT™ Computer analyses #d.8.H.A.H

Queen to H4 for blacks
dots indicate comment

"INFO"s "Al"™ Call comment (checkmate) #MATH
=L Return to FLAY Mode RKPLAYH
"POS"™ Activate FOSITION mode #POS #
nLy" Check black B _ .8
"cL" Clear #P0S #
"o Check white # .8
"RES™ "RES" Both keys simultaneously #PLAYH

the

see



Should gyour MEFHISTO do angything else other than indicated in
the table above please add a note to this effect in your LlLetter.

N. Technical data and accessories

We have LlListed the most

important data for those readers who are

also interested to know what is hidden in their MEFPHISTO MODULAR/
EXCLUSIVE/MUNCHEN AMSTERDAM asides plaging capability.

N.1. Technical data

Microprocessor

Clock freqguency

Read only memory
Random access memory

Frogram

Flaying Levels

Chess=clock

RNisplay

Fower

N.2. Accessories

Further accessoriessy

&8000 (16 Bity exchangeable)

12 Megahertz

64 KByte ROM

16 KByte RAM

Modules interchangeable. Combination of
Shannon=A and Shannon=B strategy.
Openings Librarg ¢contains about 3,000
variations or approx. 24,000 positions
7 playing levels

10 problem lLevels

1 correspondence chess Llevel

Optional time=setting

Four=timewclock
Move~counter

4mdigit LCD display
(interchangeable)

Mains operation

new programs or program extensions are

in preparation. Flease ask Jour MEFHISTO agent for further

information.



0. Summary of the most important features

Putting into operation

Flug the adapter into the mainss connect the adapter jackplug to
the socket in the program module. Don’t use the socket on the
side of the board. Set up the pieces in the initial position and
press both "RES" keys. #PLAY# appears in the display. Make

sure that none of the locating LED’s are flashing or are covered
by a piece.

Flaying Level

Level 2 automatically set (approx. 10 seconds response time for
MEFHISTO). To change level e.g. "LEVU", "C3"y "ENT" for

level 3.

Entering a move

Lift chessman and place on desired square. MEFHISTO replies
either immediately or after a short thinking=time and announces
that it has found a countermove with a double beep. The
computer’s move is indicated on the board vith the respective
LED’s and is also shown in the display.

Fress "ENT" if MEFHISTO is to start with White.

Note: the display flashes during the analysis phase. Five
different pieces of information concerning the computer’s move
analysis are shown in rotation in the display.

ILlegal moves

MEFHISTO will not accept illegal movessy rejecting them with
HERR1#. Take the move back and press "CL". Continue with a
Llegal move

Castling

Alwaws enter the King’s move first and then the Rook’s move.
MEFHISTO indicates its castling moves in the same way.

Unintended instructions

Clear these with "CL" before pressing "ENT"™ to confirm.

Terminating the analysis phase

You <an stop MEFHISTO calculating a move and force it to play the
best move found so far by pressing "ENT".



MEPHISTO is the registered trademark of:
HEGENER + GLASER AG
MUNICH» WEST GERMANY
Copuyright 198%5.

ALL copiesy in part or in wholer require the permission of the
manufacturer in advance.

The sale and rental of MEFHISTO sets is only allowed with the
permission of the manufacturer in advance.

The manufacturer can not be held responsible for mistakes i(n

this or other manuals and reserve the right to make alterations
to suit technical improvements.
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